Such studies of religious narratives, procedures, and rules are pivotal to understanding the way religion is encoded in the game world. Every method, however, has its limitations. If we want to study how religious "codes" in the game are "decoded" (Hall 1980 )-how they are interpreted, negotiated, and appropriated by consumers-we need to complement a "game-immanent" approach with a playercentered approach (Heidbrink, Knoll and Wysocki 2015) . In this chapter, we therefore focus on in-depth interviews as an important method to study religious meaning-making in video games. The goal is to demonstrate the relevance of this method, particularly in contemporary times when (religious) meaning has become an active, "reflexive project" (Giddens 1991) . We will use a case study of World of Warcraft (WoW) (Blizzard Entertainment 2004) to empirically illustrate this.
